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Senior Price 
Guide Advisor 

Jason Brassard 



Guest Reviewers 
T. J. Deci 
David Harley 
Scott Alan Marriott 

VGC Staff 

Eric Grissom is the former owner of the 
Red Devil Games retail store (www.reddevilg 
ames.com] He brings with him a lot of pent 
up anger and frustration over the "customers' 
who used to come in his store and not buy 
anything. You'd think he'd fee) all better 
now that his store is dosed, but his doctors 
insist the only treatment is to vent his 
feelings every issue in VGCs own System 
Showdown 

Nathan Kozlowski is the creator of Colec- 
oNation [www coleconation.com). a webzine 
dedicated to the ColecoVision and the latest 
games and developments for the system 
He also contributes regolarty to Retrogaming 
Times Monthly and to protect his secret iden¬ 
tity, Nathan cleverly works as an architect 
dunng the daylight hours. 

Loguidice is the founder of Armchair 
Arcade, an award-winning classic video 
game website and publication that caters 
to thinking gamers and technology 
connoisseurs alike. We are not sure how he 
hooked up with us, but his considerable 
knowledge of what goes in to making 
great video games brings a scholarly air to 
VGC's normal lowbrow hijinks Although he 
W8S collecting video games long before all 
the cool kids were doing it, he spends mosl 
of his lime these days handling the business 
and creative sides of Armchair Arcade. 

Tanya Luedke is a Hydraulic Engineer and 
Karl Luedke Is a Freelance Web Designer. 
Both are average collectors with an insatiable 
appetite for the obscure and forgotten games 
throughout the industry's history. Kart has 
been working m the industry for nearly seven 
years, and Tanya volunteers in her spare 
time and completes random tasks for the 
Digital Press website They don't have an 
article in this issue, but did an outstanding job 
on the e-Reader feature in VGC #5. To return 
the favor we forgot to run their bio's, but they 
are included here for completists and any 
readers who suspected the e-Reader article 
was better than the normal VGC fare 


Rob O’Hara has conlributed | 
articles to several 
magazines and websites 
including IGN com, 2600: 

The Hacker Quarterly. 

TheLogBook com. and 
Digital Press, where he 
writes two regular columns 
and serves as a site 
administrator and editor His game collection 
consists of dozens of consoles, thousands of 
games, and twenty full-size arcade games 
Rob is currently pulling (he finishing touches 
on Commodork. a book that chronicals his 
years growing up behind a modem 

I Kristina Potts is a bona Me 
gamer gal who has been 
smitten with games from the 
land of the rising sun since 
she was knee-high to a 
' grasshopper While helping 
support the US/Japanese 
trade imbalance. Kristina 
picked up the habit of wnting 
lengthy reviews and tediously translating 
terms from foreign games that nobody has 
heard of in the first place, but to the average 
male video gamers out there that probably 
makes her, like, the coolest girl in the world. 

Greg Wilcox is a New 
York-based gamer with a 
frightening knowledge of 
the Japanese video game 
sceno, and a frightening 
collection of Japanese 
video games Wilcox has 
contributed his three decades' worth of 
wisdom to multiple magazines and websites, 
including the infamous Foul and the self- 
published fanzine Continue In addition. 

Greg II be a Contributing Editor-type person 
over at VGBIogger.com coming to an 
Internet near you in August 2006. 

Tom Zjaba is the founder 
of Tomorrow's Heroes 
(www tomheroes com), 
a website devoted to 
comics and classic games 
Check out his new website 
www arcadeafterdark com 


Intern: Chris Pusczak 

Research Assistant: Natasha Relmge 
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YES! Enter me in the Giveaway and send me 
four quarterly issues of Video Game Collector. 
starting with the next published issue. Enclosed 
is my check or money order for $14.99, payable 
to Video Game Collector 


NU! I don’t want a subscription to your unique 
and amazing magazine, no matter how much 
you compliment my handsome good looks. Just 
enter me in the Giveaway. 
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To subscribe with a credit card, visit our website at 
www.vgcollector.com, and you’ll be automatically 
entered in the Giveaway. 


Video Game Collector 
P.O. Box 127 

St. Charles, MO 63302-0127 
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before November 30, 2006! 
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Atari: Classic shooter BattleZone for PSP gets a futuristic updating and rumbles into stores in November. October 
sees long-running franchise going tropical in Test Drive Unlimited for 360, Xbox, PS2, PS3, and PSP, and 
promises over 125 licensed cars and motorcycles. Alone in the Dark for Xbox. and PSP will scare you Q 
pantless later this year — 

Nintendo: The big *N" goes Wii in your living room 
this fall, dumping some classic-themed goodies along 
the way. It's a catfight in space as Nintendo's 
first lady takes on her evil twin in Metroid Prime 
3: Corruption Ubisoft's armless hero gets frothy 
at the mouth in Rayman Raving Rabbids. and 
the Blue Blur goes back to his linear spinning roots in 
Sonic Wild Fire. Super Mario Galaxy sees our favorite 
plumber doing a bit of planet-hopping, and things get a bit 
explosive in Bomberman Land. 

Combine these titles with Wii's 
backwards compatibility and the 
ability to download a huge back catalog 
of titles, and Nintendo may be releasing 
every classic gaming enthusiast’s dream 
console. And don't forget the GameCube is getting 
some final love with the release of Super Paper Mario 
in October 

Sega: Aside from the aforementioned Sonic Wild Fire for Wii, Sonic gets rolling 
for an all-new adventure on PS3 and 360 in November. Then prepare for a 
lig bang online in October for PS2, PC, and 360 when 
Phantasy Star Universe is released. 

Capcom creaks open its gaming vault to gussy up a number of golden 
oldies for the fourth quarter. PSP owners should start ironing out their heart- 
emblazoned boxer shorts in preparation for September's Ultimate Ghosts 'n Goblins, 

September k also brings a new Mega Man ZX game to Nintendo DS as well as 
Capcom Classics Mini Mix for Game Boy Advance. Dreamcast 
fighting game fans will be able to fire up the Power Stone 
Collection on PSP in October, with Capcom Puzzle World 
and Capcom Classics Collection Reloaded (say that three times 
fast) following shortly thereafter. Due out in November are the 
second volumes of the popular Capcom Classics Collection on 
L PS2 and Xbox, featuring such coin-op hits as Strider, 1941 , and 
Street Fighter II Turbo. 


Vivendi Universal: Everybody's favorite Bandicoot 
crashes onto the Nintendo DS for 40 mini-games in Crash 
Boom Bang!, then say hello to your little friend in Scarface. 

The World is Yours on Xbox. PS2. 360, PS3, and PSP. 

Konami unearths a fresh vampire hunting 
game for DS in time for Halloween; 

Castlevania: Portrait of Ruin features two playable 
characters, new summon attacks, and 100 enemy types. 

My Frogger Toy Trials is hopping (and touching) its way onto Nintendo DS to 
commemorate the franchise's 25" anniversary, while Silent Hill Origins promises to 
be a scream on PSP later this year. Fast-moving feet freaks will be able to test their 
moves in new Dance Dance Revolution games for PS2, Xbox. and Xbox 360 at 

some point in the fall. Bomberman receives a strangely adult-oriented 
overhaul on Xbox 360 in Bomberman: Act Zero, while Bomberman 
for PSP is a more traditional take on the bomb-tossing, manic 
I multiplayer action 

Majesco: Financially strapped Majesco has shifted its focus to less 
costly (and risky) handheld titles. New games coming down the pipeline 
include Guilty Gear Judgment (PSP), a one-on-one fighter that adds 
a new side-scrolling beat-em-up mode. Teen Titans 2 (GBA); and 
MechAssault: Phantom Warrior, which was originally due out in May but has 
set its heat-seeking sights on a late August release. 








Collector's 

Spotlight 





Collector’s Spotlight 



Name: Jackie (but is better known 
as gamegir!79 from the Digital Press 
forums) 

Age: 26 

Residence: St. Louis, MO 
Number of Games: About 450 
Number of Systems: 25 

Highlights of your collection: 

European Zelda GBA. PS2 beta discs, 
modded systems. 

Best Finds in the Wild: Non-GH Silent Hill for PS1 (Free) 

Words of Wisdom: Be sure to look in the less obvious places 
for games and systems. Some of the best deals can be had that 
way! Frequently check classifieds in the newspaper and even 
estate sales. Don't be shy about collecting. Let co-workers, friends, 
acquaintances, and relatives know you are looking for games and 
systems. Many times they will give old video game equipment away, 
or sell if for cheap. 

Wants: 

Earthbound box 

Jack Bros, complete (Virtual Boy) 

3D Tetris complete (Virtual Boy) 

Mario Clash complete (Virtual Boy) 

Donkey Kong Country competition cart (SNES) 

Starfox super weekend cart (SNES) 


Some people look at Jackie's CD tower as half full, some people look at 
it as half empty. I look at it and weep with jealousy. 









Svstem Showdown 




As the doors finally dosed on this year's E3 and the last drop of man-sweat stained some poor exhibit goer's Decepitcon pullover, one 
thing was on the lips and minds of retailers and the gaming press everywhere. Just where in God's name were the new Phillips CD-I 
games? What does Phillips Electronics expect us to purchase this holiday season? The Nintendo Wii? 

Sure, both console names make use of the understated lower case V I'm not gonna lie to you. That's a cold hard fact. But what the 
CD-i can do with one letter, Nintendo has to do with two. You heard right. Two i s. Sounds cool right? Man you couldn't be more wrong 
Friend, I'm no letter doctor, but one Y is all you’ll ever need. That's just a scientific fact. All the extra i's in the world are 
never gonna bring dad home. So just grab another pillow and pop open a Shasta 

When I look at the name ’Wii' I don't know what to do It's like stanng straight into the eyes of two half drunk 
cactus monsters. What the hell are those letters for anyway? Is that supposed to be you and me playing games 
and hanging out with the letter W? I thought you were just having me over to play WarioWare and the next 
thing I know we re talking about things that begin with the letter “w*. 


Graphics Showdown 


Look, both systems play games stored on CDs, so there is probably no difference, graphics-wise. See Link images (above) 




System Showdown 



















































1992 

• The TurboGrafx fails to catch on 
in the US video game market, 
and NEC hands the US marketing 
of TurboGrafx to a newly formed 
company called Turbo Technologies 
Inc. (TTI) TTI releases a hybrid system 
which combines the TurboGrafx-16 and 
TurboGrafx-CD hardware into a single 
unit, called the Turbo Duo. 



1994 

Facing competition from Sega CD. 

I begins to aggressively market the 
jrboDuo in a series of now-infamous print 
Is featunng a comic book-style hero named 
ly Turbo, who tries to convince readers 
it TurboGrafx was the first to market with a 
:D system. 

In Japan, NEC releases the PC-FX, a 32-bit 
game system. 



Easily the most advanced 
’ handheld of its day, the 
TurboExpress remains an 
esteemed collectible 


Johnny Turbo saves the day by attempting to convince 
consumers that their underpowered, overpriced CD-ROM 
system came out before Sega's underpowered, over¬ 
priced CD-ROM system. 









couple months ago 
te played as a kid. 
re about to pay 
on his Atari console. He 
gaming community sit up and 


Daniel not only beat the the prevous World Record, he shattered 
acheiving a ’perfect* game. He completed the game without 
a life, achieving the highest possible score of 114,000. 
multiple players have completed the game with a perfect 
the record is measured by amount of time left In Daniel's 
he turned in a perfect game and still had 1:28 left on 
n doing so. he brings the "Fastest Perfect Game* 


TurboGrafx-16 Records 


Game 

Plaver 

Score 

Game 

Plaver 

Score 

Air Zonk 

Ryan Genno 

30.332.430 

Ghost Manor 

Rudy J. Ferretti 

10,300 

Alien Crush 

Todd Rogers 

999.999.999 

Golden Tee 3D Golf 

Chris Cox 

14 

Blazing Lasers 

Marshall Kwok 

99.999,999 

J.J. & Jeff 

Todd Rogers 

99,999,990 

Blazing Lasers 

Todd Rogers 

99,999,999 

Klax 

Todd Rogers 

9.999,990 

Bloody Wolf 

Todd Rogers 

999,999.900 

Legend of Hero Tonma 

Pete Rocha 

17,400 

Bomberman 

Pete Rocha 

368,100 

Legendary Axe 

Todd Rogers 

99.999,990 

Bomberman "93 

Devin Patel 

6 

Monster Lair 

Paul Cinker 

561.090 

Bonk's Adventure 

Chns Nygaard 

999,499 

Ninja Spirit 

Mike Curran 

99.999.900 

Chew Man Fu 

Pete Rocha 

95.900 

Pac-Land 

Daniel Delavera 

2,641,810 

China Warriors 

Todd Rogers 

999.990 

Parasol Stars 

Justin Haworth 

83,062.560 

China Warriors 

Berenger Fish 

999.990 

R-Type 

Chns Nygaard 

999,800 

Cyber Core 

Jim Hakola 

9.999.999 

Side Arms 

Jim Hakola 

6,396,400 

Deep Blue 

Rudy J. Ferretti 

189.810 

Splatterhouse 

Rudy J. Ferretti 

197,300 

Devil's Crush 

Todd Rogers 

999.999.900 

Super Star Soldier 

Jim Hakola 

1,492,100 

Devil's Crush 

Jim Polak 

999,999.900 

Super Star Soldier 

Jeff Yonan 

13.442,900 

Dragon Spirit: The New Legend 

William Wells 

999,950 

Tiger Road (US) 

Pete Rocha 

25,680 

Drop Off 

Rudy J. Ferretti 

17,380 

Veigues 

Michael Campana 

9,788,300 

Fantasy Zone 

Brandon Fish 

98,265,100 

Veigues Tactical Gladiator 

Rudy J. Ferretti 

1.796,460 

Fighting Street 

Dennis Crowley 

1,590,900 

Victory Run 

Jerry Tischler 

184.415 

Galaga 90 

Todd Rogers 

1,171,590 

Vigilante 

Steve Ryno 

14.500 

Gate of Thunder 

Brian Becker 

556.900 

Vigilante 

Rudy J. Ferretti 

10,080 


AfTTKiTu 
































PC E-games 


When it comes to collecting for the PC Engine (known 
as TurboGrafx-16 in the States), there are loads of system 
configuration options that can make getting into the hobby a bit 
confusing. No less than 12 different systems or add-ons were 
made to play PC Engine games, but here's what you really need 
to know If you want to maximize your game choices and already 
own a US-released TurboGrafx-16 or Duo. go for the original PC 
Engine, Core Grafx, Core Grafx II with the CD-ROM attachment 
and a System 3.0 Card. Conversely, you can buy a Japanese 
Duo, Duo R, or Duo RX (again, 

I System 3.0 for best results). You'll 
I need at least one Japanese system 
| setup in order to play the majority of 
I PC Engine games: HuCard, CD-ROM 
J 2, Super CD-ROM 2 and Arcade 
I Card. Covering other NEC PC 
I Engine systems in more detail will be 
| covered in a future installment. 

Over 500 card and CD titles were 
3 released in Japan from 1987 to 
)9, but for many PC Engine fans 
_ ' arcade shooters make the system 

W V worthwhile since many are exclusive 

hXM-M* to the system or are better versions 

bund on other consoles. In terms of 
/ariety. there are serious shooters 
ike Super Darius, Psychic Storm, 
Nexzr, Helffire S, and Macross 
2036, among others, but the more 
:artoonish shooters (dubbed "cute 
em ups” by some collectors) are 
superior. From Coryoon, The Lost 
Sunheart, Star Parodia, L-Dls. and 
the infamous Toilet Kids, the games 
that don't take their blasting so 
seriously are the most fun to play 
Speaking of infamous, let's not 
forget Masaya's two homoerotic (and 
hilanous) Choaniki shoot-em-ups 
featuring male bodybuilders clad 
in skimpy thongs. In some cases, 
you'll find Super CD versions or 
sequels to HuCard games that take 
advantage of the Redbook audio and 
larger storage capacity. Download 
and Download 2 are one example 
of a card getting a CD sequel, while 
the two R-Type HuCards were 
compiled into R-Type Complete 
CD and enhanced with animated 
cinemas, plenty of voice acting and 
better music. If you have money 
to bum. track down the ultra rare 
shooters Rayxanber II or III, Sylphia, 
Steam Hearts, or the even tougher to 
locate Arcade Card CD, Girtga PukeI 
Densetsu Sapphire, which can easily 
fetch $500 or more. 

With so many titles to choose 
from, there should be a separate 
category for mech-based games on 
the system. Browning, Genocide. 
and a few dozen more from mech 
strategy games (Gulclight TDF 2, 
High Grenadier). RPGs (Blood Gear, 
Cyber Knight) and even shooters 


(Psycho Chaser, Atomic Robo Kid 
Special). Progressing to fighting 
games, there's an astounding 
HuCard conversion of Street Fighter 
II Championship Edition that's 
remarkable for an 8-bit system. 

If you're not a fan of that series, 
you might love Flash Hiders, Right 
Stuff's fantastic fighter, but might 
want to pass on Ane-San. the 1995 
release featuring female fighters in 
a clunky Final Fight pastiche. The 
best fighter on the system, Kabuki 
Ittoryoudan requires the Arcade Card 
setup mentioned above in order to 
run, and is easily worth the time and i 
money invested Other Arcade Card 
fighters include World Heroes 2. Art | 
of Fighting, Fatal Fury 2, and Fatal 
Fury Special. 

It’s also interesting to see the 
differences between US and 
Japanese versions of some 
games. The puzzle game known 
as Cratermaze here is actually 
Doraemon Meikyu Daisakusen. 

Magical Chase gets new 
backgrounds and enemies in one 
level while the super easy to locate 
US version of Splatterhouse also has 
a few visual changes from the harder 
to find import version. Sometimes, a 
simple thing such as cover art can 
actually be a big difference. If you 
hated Keith Courage in the Alpha 
Zones for its Americanized cover 
art and lousy translation, maybe 
Mashin Eiyuuden Wataru is a better 
fit for your collection. Some import 
CD games were never localized 
simply because it would have been 
far too expensive to translate, and 
then dub the voices into English. For 
example. Right Stuff's action game 
Fiend Hunter opens with an almost 
eight-minute long animated movie, 
and there is about ten more minutes 
of dialog before you actually start 
playing. In fact, a great deal of Supei 
CD games tend to have impressive 
soundtracks that have the discs 
doubling as music CD’s. 

The best game on the PC Engine 
is from the long-running Castlevania 
series and has yet to be released 
outside of Japan. Konami's Akumajo 
Dracula X: Chi no Rondo truly shows 
off the power of the console with classic gameplay. amazing 
visuals and a brilliant score. The load of cash you'll pay for it will 
hurt your wallet, but it's one game you'll be proud to own There 
are also many stellar RPGs and adventure games on the system, 
but since Japanese knowledge is required for most of them, we ll 
let our gaijin readers off the hook for now. Still, if you want a few 
fun games that don't require a trip to Kinokuniya for a dictionary, 
try Xak I & II. Xak III, Gotzendiener. V's IV. and Magicoal if you 
can get a walkthrough for the latter two titles. 


1. Coryoon, 2. L-Dis, 3. Ane-San, 4. Browning, 5. Genocide, 

6. Gulclight TDF 2, 7. Psycho Chaser, 8. Kabuki Ittoryoudan, 

9. Doraemon Meikyu Daisakusen. 10. Akumajo Dracula X: Chi no Rondo 











Made in 




Gotzendiener: "So many giant crab robot statues, it’s hard to pick just 
one." 


It's the stuff of many a basic RPG plot: 
a beautiful princess ts kidnapped by a 
demon army and spirited away to a well- 
guarded castle, then a band of heroes sets 
out to rescue the fair maiden. But what 
happens if everything falls apart and the 
princess has to save herself? That's the 
idea behind Gotzendiener, Gainax's great, 
import-friendly 1994 PC Engine Super 
CD game that takes some familiar genre 
conventions and turns them on their ear Although there are monsters to 
kill and a castle to explore, the game is a bit more than a standard RPG. 
having more in common with PC adventure games. In a way, it’s even a 
bit similar to Ico on PlayStation 2. For those of you who’ve played that 
gem, imagine if loo bought the farm in the opening scene, leaving Yorda 
to rescue herself and kill the evil queen at the end. Like Ico, the game is 
also a bit on the short side, but this works in its favor, lending the game a 
compact feeling unencumbered by too much exposition 
In the beginning you may be briefly fooled into thinking you're playing 
a sword-wielding hero, but things don't quite turn out that way. The 
princess is freed from her chains, but is left with only a sword and her 
wits to overcome a small army of monsters and several tricky puzzles. 
While dispatching monsters is one key to survival, finding out how 
to unlock or destroy certain doors, transmute enemies into helpful 
creatures, and use healing shrines located in choice locations also come 
into play. The princess can use fire magic to set monsters and objects 


which means that players who are used to rotating the camera in modern 
games might have a hard time initially. Actually, the game's weakness 
happens to be its control, which uses the diagonals on the TG-16 pad for 
movement, and the standard up-down-left-right for turning. If you have a 
Turbo Stick handy, the controls become somewhat easier to use. but the 
game is designed to allow for some leeway in interacting with objects and 
enemies If you're near a ladder or other object, pressing the action key 
will have the princess grab the object or draw her sword. The only time 
this is a problem is in areas where a monster is lurking near a ladder 
You might successfully attack and kill the beast, only to accidentally climb 
the ladder you came down, forcing you to fight a re-spawned creature 
when you head back down. The actual combat is straightforward and well 
handled. Hitting the action key automatically draws your weapon, and 
there is an auto-targeting system to help make up for the control issues. 

Gotzendiener s graphics are dean and unduttered, with a muted 
palette lhat lends a slightly eerie pallor to the castle and underground 
dungeon you’ll explore The princess is animated nicely throughout her 
range of moves, but the game does tend to stow down a little in some 
areas The brief animated cut-scenes at the start and end of the game 
are excellent, showing the princess' determination to get out of her prison 
alive. Since the characters onscreen are so small, you never see any 
facial details on the princess, but her actions carry the game from start 
to finish. In terms of sound production, the game uses music and sound 
effects exdusively to convey different emotions. The lack of dialog in 
the game combines with a moody score to lend a nice minimalist tone. 


Gotzendiener 

System: PC-Engme (Super CD-ROM2) 

Release Date: 1994 
Developer: Gainax 
Publisher: NEC 
Rating: Great 


ablaze if there's any type of flame nearby, and she can also revive dead 
monsters to aid her throughout the game. Progressing from one area 
to the next requires careful observation and a bit of wandering and 
backtracking to locate certain items, which are then delivered to other 
areas on the map. Additionally, the princess can jump small gaps, push 
and pull dead creatures, lift small objects, and of course, wield a number 
of different weapons. 

Gotzendiener is presented from a non-adjustable isometric viewpoint. 


making the game fairly easy to play for non-Japanese speakers. 

Next to the controls, some may complain about the game's length 
You can complete Gotzendiener in about six hours, eight if you get stuck, 
and maybe ten if you're totally clueless. Again, this isn't your garden 
variety RPG, so the brief playing time seems more like you've picked up 
a book you can t stop reading. Some have called the game “boring,' but 
those opinions are more due to one's brain wanting to see a party full 
of adventurers beating the snot out of the monsters, and not some lone 
wisp of a girl climbing ladders and burning down doors. With a few plot 
and gameplay tweaks, one could easily imagine this as a true Legend 
of Zekfa adventure where the princess has to fend for herself while Link 
is out of town Short and bittersweet. Gotzendiener is one of those quiet 
near-masterpieces that will stick in yoilr head long after you’ve completed 
it. 


Review 


Ratings 


= Awful 


3 = Poor 


>= Decent »=Good 


-» = Great 















Superman 




Superman's Supergames 
I 1. Superman ammo 

I 2. Superman SfO* 


Superman 
Superman 
The Death and Return of Superman 
The Death and Return of Superman 
Superman 64 ink* 

Superman 64 

Superman Countdown to Apokolips 
Superman Shadow of Apokolips « v s 
Superman The Man of Steel mo* 




Superman 


Most everyone knows that Superman was the 
very first honest-to-goodness super-hero, making his 
official debut in Action Comics #1 in 1938. Less well 
known is the fact that he was the first super-hero to 
appear in a video game. Produced by Atari for release 
in 1979. Superman for the Atari 2600 (then known 
as the Atari Video Computer System) puts players 
in control of a blocky though colorfully recognizable 
rendition of the title character, who comes equipped 
with three of his vaunted super-powers: super¬ 
strength, flying ability, and x-ray vision. The Man of 
Steel must repair the Metropolis Memorial Bridge 
and take Lex Luthor and his five henchmen to jail. 
Kryptonite is present, but a kiss from Lois Lane will 
restore Superman's powers. With its multiple screens, 
varied objectives, detailed backgrounds (featuring 
the Metropolis skyline), and challenging gameplay. 
Superman is a fondly remembered classic 

On the other hand, few other games starring the 
Man of Steel truly live up to Superman's heroic 
potential. Although some of the titles offer interesting 
variations on the Superman storyline, such as the 
multiple “Supermen’’ characters in the Death and 
Return of Superman games for SNES and Genesis, 
most of the other Superman titles are extremely 
mediocre with some, like Superman for the N64. 
being downright awful. Superman Returns: The 
Video Game, looks to provide a unique Superman 
experience with authentic superpowers and free- 
roaming gameplay, though the release date has been 
pushed back to October, apparently to coincide with 
the release of the Superman Returns DVD. 

Here's a look at all the Superman titles released so 
far. . 


Superman 
Atari 2600 


Superman 

Nintendo 


Superman 

Sega Genesis 




HICS INC. 1SSS 
LICENSE 
SOFTWARE INC. 
BY NINTENDO 




















Superman 


Superman 64 

Nintendo 64 


The Death and Return 


of Superman 

Sega Genesis 
Super Nintendo 
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WordZapper 


Platform: Atari 2600 
Developer: Vidtec/U.S. Games 
Corporation 

Publisher: Vidtec/U.S. Games 
Corporation 
Release Date: 1982 
Rating: Awful 




The easiest way to get kids to 
play educational video games is to 
simply trick them into doing so. Word 
Zapper attempts this by disguising a 
combination spelling/memorization 
game as a space shooter 
Unfortunately this duality is also the 
game's major downfall -it's neither 




particularly educational 
nor fun. 

The object of Word 
Zapper is to memorize 
and spell back words 
displayed across the 
bottom of the screen. 
The alphabet continually 
scrolls across the top of 
the screen, and words 
are formed by shooting 
the correct letters 


I C D E F G 


Word Zapper asks the age-old question, 

“Can you last all 99 seconds?” 
the correct order. This is made only slightly more difficult by the 
addition of horizontally scrolling ships that attempt to crash into 
your ship, dubbed the "rotary wing Word Zapper," 

Above the scrolling alphabet sits a timer that starts at 99 
and counts backwards to 0. at which point the game is over 
The game also ends 
whenever a "Doomsday 
Asteroid” (a specific 
side-scrolling enemy) 
crashes into the Word 
Zapper, or the player 
successfully spells 
three words. The good 
news is that even in a 
worst-case scenario the 
game will be over in 99 
seconds or less, which Word Zapper: Could they be trying to spell 
is likely to be as long as F-L-A-K-E-Y? 
you'll want to play Word 
Zapper. 

Word Zapper supports one or two players and includes 24 
gaming variations that allow you to configure every portion of the 
game from meteor speeds and density to the alphabet's scrolling 
speed. While the game can be made more challenging, there's 
no setting to make it fun. The spelling portion is elementary and 
the shooting elements are so boring that they may have actually 
convinced kids not to become astronauts, Instead of spelling, 
take a lesson in economics and skip this one. Class dismissed. 


f i_ n p p p 


- Rob O'Hara 


The Dynastic Hero 


System: Turbo CD 
Release Date: 1993 
Developed: Westone 
Publisher: Hudson Soft 
Rating: Good 



Mm 


Most collectors would assume that Dynastic Hero is just a 
no-name franchise that died off with the TurboGrafx. However, 
experienced gamer will immediately realize that not only is 
Dynastic Hero an entry in the long-running, but now long-dead, 
Wonder Boy series, but it also appeared as Wonder Boy in 
Monster World on Sega Genesis, 

Similar to Zelda II and Faxanadu , Dynastic Hero is straightforward 
and brisk side-scrolling adventure. There's plenty of platform leaping 
and foes to slice up, but to avoid monotony, the game constantly 
throws curveballs such as simplistic puzzles and altered controls. 
While action is the name of the game, RPG elements add extra 
dept h and customization. The story itself p resents a predictable 
monster-vanquishing, 
princess-saving 
warrior, while the 
various themed 
locales offer the usual 
cliches of forest, lava, 
ice, etc. However, 
they're a joy to visit 
when compared to 
its predecessors 
because Dynastic 
Hero is a huge leap 
forward in polish - 
- delivering lovely, 
vivid landscapes and 

_ a wide variety of aural 

The Dynastic Haro: Dynastic hero is dy-no-mitel delights Although 
hardcore fans may 
quibble over the loss of some abilities from previous titles and its 
low difficulty setting, interesting new features have been added in 
their stead, such as little helpers that aid you in your quest. 

Of course. Dynastic Hero has some advantages over its Genesis 
counterpart The soundtrack I 
is in delicious Redbook j 
audio, and In casting off the 1 
Wonder Boy moniker, the plot Q 
and characters received an | 
overhaul, and now feature a 
amusing bug theme featunng I 
scaly, slimy insectivores for I 
bosses. However, are these I 
changes worth the price of I 
admission when Dynastic I 
Hero (the rarest Turbo CD I 
release) normally sells for I 
hundreds of dollars? While You must defeat Spyro the Dragon to 
it's worth playing in some form. stand a chance 
it's hard to justify the purchase 

when one can opt for its Genesis counterpart or even import the 
Japanese version. 


® 1993 HlJPSjyiJ tOFT 
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- Kristina Potts 
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The Jetsons 
Ways with Words 

System: Intellivision 

Release Date: 1983 
Design/Program/ 
Sound/Music: Joshua Jeffe 
Graphics: Donna Fisher 
Publisher: Mattel Electronics 
Rating: Good 


1983 was a good year for 
Mattel. Besides the release of 
some great hits, the “computer' 
finally sees the light of day. As it 
was for all consoles in the 80 s, 
educational titles had to be in 
the library. After some weak titles 
like Math Fun and Word Fun, 

Mattel understood that it was as 
important to please the players as much as the parents. Introducing 
Ways with Words; the only educational title for the Entertainment 
! Computer System (ECS). 

Mattel promoted Ways with Words 
I as a game to increase spelling and 
word skills, they delivered. There are 
three vocabulary levels with 128 words 
jach level, 3 modes of play, and 4 
I difficulty levels. But this is not only about 
education! Game play!! You travel in a 
space jet attempting to collect letters 
to spell the selected word. The screen 
scrolls from left to right and the beginning 
levels have 3 horizontal paths joined 
together. The letters you need to collect 
move along the paths but your jet is 
faster and can easily catch the letter you 
need to spell the word. Sound easy? As 
George Jetson must have a (h e difficulty increases, other jets appear 

ahl totand h.^ WhiCtl y° U " eed 10 3V0id Hit 006 0f ,heSe 

)ook8 jets or the wrong letter and you become 

immobile losing points. Not challenging 
enough? Progress more and a 4"' path becomes available filling the 
screen with more jets and letters. The game now plays like a maze 
game where you are avoiding obstacles more than collecting your 
prize. 

The ECS was introduced just 
before the video game crash of 
1984 and did not receive much 
publicity. It is a challenge to get 
all the ECS titles and Jetsons 
is no exception. Being one of 
the better games made for the 
computer, nice box artwork, and 
a true 80 s feel; collectors snatch 
this game up quickly. Expect to 
pay $22 for the cartridge and at least $40 for a complete package For 
those of us trying to relive our childhood with our kids and self the idea 
of playing games to the wife, the Jetsons will not disappoint. 

- David Harley 
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New Super Mario Bros. 

Platform: Nintendo DS 
Developer: Nintendo of Japan 
Publisher: Nintendo of America Inc. 
Release Date: May 15, 2006 
Rating: Good 


The big “N" and the big “M" reunite 
for an eye-catching, nostalgic romp 
through the Mushroom Kingdom in this 
DS update to one of the seminal titles 


Mario's grandest adventures yet Sadly, 
it isn't. 

That's not to say New Super Mario 
Bros, is anything less than a blast to play 
- at least while it lasts. It just isn't up to 
the quality or depth players have come 
to expect from previous Mario platform 
games. The controls are as solid as ever, 
and the three new power-ups (mega, 
mini, and shell) are fun twists to a familiar 
formula. Mario can also wall jump, 
ground pound, store an extra power-up, and save his progress. 

Yet the levels still seem as short as the 1 1 

original's, leaving Mario with too many 
safety nets and not enough danger. The 
result is an easy, surpnsmgly short game 
that can be completed within hours. 

As Mario moves across the world 
map before entering a side-scrolling 
level, players will be surprised at how 
little there is to see and do. While levels 
feature three star coins to collect, most 
are relatively easy to grab the first time 

through Apart from these coins, there’s 
no other goal or reward to entice you to 
revisit stages, such as beating a high 
score or time as in Super Mario Bros. 
Deluxe on GBC. Even the touch screen 
mini-games are disappointing, as nearly 
all have been 
recycled — 
from 
2004's , 

Super 
Mario 

64 DS. New Super Mario Bros, will 
still be a high demand game simply 
on the basis of its pedigree alone 
That same pedigree takes some 
of the luster off this kinder, gentler 
Mario's shine. 

- Scott Alan Marriott 




Just when you thought it 
was safe to go back into 
the underwater level 
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across seven columns. Players 
highlight adjacent combinations 
of letters with the directional 
pad and button. Each potential 
word and its point value are 
displayed before you submit 
it, so less literate players can 
guesstimate acceptable words 
and receive instant feedback 
There is no time limit for each 


the form of burning tiles, which 
must be eliminated before they 


Platform: Game Boy Advance 
Developer: PopCap Games 
Publisher: Majesco Games, Inc. 
Release Date: April 15, 2004 
Rating: Great 


Combining the best elements of 
Boggle and Scrabble, Bookworm is a 
highly addictive word game that wiggled 
its way onto Game Boy Advance after 
becoming one of the most downloaded 
games on the Internet. Puzzle titles 
are always in demand for handheld 
systems, as they don't require cutting 
edge graphics, complex controls, or huge 
time commitments. Bookworm for Game 
Boy Advance is neither flashy nor particularly deep in terms of game 
modes or features, but for sheer entertainment and playability, the 
game is letter-perfect. 

The object is simple: feed the title's bespectacled green worm by 
consisting of 52 randomly generated. 
ScrabMe-like tiles spread 


Some people burn books, but 
Bookworm just bums letters 

reach the bottom of the screen 

and end the game in a fiery blaze. 

Unlike similar titles like WordTris, where the action rapidly turns 
into a fast-paced test of luck rather than skill, there is actual strategy 
in Bookworm. Successful 
players carefully set up 
combinations, aim for 
bonus words, knock out 
certain tiles so better ones 
can take their place, and 
try to create words over five 
letters in length to generate 
special tiles and huge 
points. Bookworm's only 
flaw is its lack of extras: 
there’s no two-player 

support and only one game . _, n „__ _ . - 

mode On the olus side the The,r b®*‘ word was Jln? Since when 

in hieeoT do Tekken characters count as official 
cartndge s built-in battery wor( j S 7 

stores three profiles and ^ - 

tracks each person's highest level, top-five scores, and best words. 
While Bookworm on PC offers additional options, being able to play it 
on the go will keep any word-game worshipper spellbound. 


Platform: Nintendo DS 
Publisher: THQ. Inc. 
Developer: Team 17 
Rating: Good 


Bring forth the banana bombs and 
arm the exploding sheep. Following an 
offensive maneuver into 3D platform 
territory, the DS edition of Worms turns 
back toward the classic, frantic, 2D 

turn-based 
tactics that 
define series. 

Those who 

first learned to love Worms on their home 
computers will not be disappointed by 
this version of the game, and folks who 
know the title from its console releases 
may be in for a pleasant surprise. Like 
many strategy series that made a name 
for themselves on PC, Worms is well 
played with a point-and-click interface 
that can be challenging to translate to 
gamepads. Open Warfare uses the 
touch screen for more direct input, with 
weapon menus and mini-map navigation 
Ah. the old ninja rope and at the tap of a 
dynamite trick - what thumb, 
could possibly go wrong? Despite 
its organic interface, this is not a game 
for the easily angered With cloying 
confidence, Open Warfare offers 
comfortably manipulated characters 
and an imaginatively diverse arsenal, 
only to quash any effort at honest 
control with unpredictable wind shifts 
and unanticipated collatera l damage. 

Perfectionists 


Use Banana Bombs to give 
stomach the '«"> ‘he slip 

serves up a tasty 
are 
or 

s with custom rules, 
utter their squeaky 
of 15 dialects 
chance at 
fans who 
should be sure 

- T.J. Deci 


aca 


Bookworm 


Worms: Open Warfare 


- Scoff Alan Marriott 
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and two-player modes that allow 
both competitive and cooperative 
modes. The ability to disallow 
repeated words exists, and like 
most versions of Tetris the starting 
difficulty level can be chosen. 

Wordtris uses Tetris -style 
gameplay in an interesting manner, 
but unfortunately each round’s 
outcome relies more on tile 


©CLUE start MENU 
ross: What You Say When 1 


Ultimate Puzzle Games 

Platform: Game Boy Advance 
Publisher: Telegames 
Rating: Good 


Ultimate Puzzle Games is the perfect 
solution for word puzzle aficionados 
who can't afford a pencil. And with over 
a thousand different puzzles included 
for gamers to solve, this game may be 
cheaper than buying all those pencils 
anyway. 

Packaged in the compilation are a 
dozen types of word games including 
crossword puzzles, word searches, and 

several other close variants thereof. Most_ _ 

of the puzzle categories include over 

a hundred unique puzzles, bringing the actual number of included 
puzzles to 1,001 Three of the included categories are for "mini- 
puzzles that are smaller in design, perfect for younger gamers (or 
es typically expand 
beyond the screen's 
boundaries. In each 
game, clues are given 
and answers are 
entered via a virtual 
keyboard The game's 
input system is simple 
and intuitive - the 
on-screen keyboard 
is quick and easy to 
navigate and input 
words with. 

The puzzles 
include several handy 
features including the 
ability to save your place at any given time in one of the game's two 
save slots, toggle the sound effects and music on and off, and. for 
the time impaired or the just plain stumped, display each puzzle's 
solution. The menu system also includes a quick tutorial to explain 
the rules of each game A nice inclusion is the ability to track which 
puzzles have already been completed. 

The variety and 


Now you can use a magnifying glass and do a 
crossword puzzle just like grandpa! 


sheer number of 
puzzles included 
should keep gamers 
coming back for a 
long time. Ultimate 
Puzzle Games is 
not only fun to play, 
but also a lot more 
entertaining than a 
box of pencils. 

- Rob O’Hara 


Wordtris 


Platform: Super Nintendo 
Oeveloper: Spectrum Holobyte, Inc. 
Publisher: Nintendo of America. Inc. 

Release Date: 1992 
Rating: Great 


Despite the fact that Tetris may be one | 
of the most perfect video games of all 
time, developers have continued to tweak | 
the formula over the years and release 
different variations of the original Games 1 
such as Tetrisphere, Tetris Worlds and Welltris all built upon the 
original s gameplay and took the senes in new, fun and interesting 
directions. One of the most interesting variants to come out was 
Wordtris. a combination of classic Tetris gameplay and the board 
game Scrabble. 

Replacing colored blocks in 
Wordtris are Scrabble-like letter 
tiles that drop from the sky Instead 
of geometric shapes, words must 
be formed in order to advance 
through the game. Words of three 
letters or more can be formed both 
horizontally and vertically, although 
building words vertically is a 
dangerous gamble since the playing 
f eld is only ten tiles tall. Bonus 
Wordtris: use it to teach carnies P°' n *s are awarded for words four 
read. • letters in length and up, but once 

the game begins to speed up this 

becomes increasingly difficuh. 

In addition to letters, bonus items such as bombs and potions 
(both of which eliminate existing tiles) drop frequently. Also 
appearing are tiles labeled with a question mark that turn into a 
random (and almost never helpful) letter when they land. But the 
biggest frustration isn't these bonus tiles - it’s the complete random 
delivery of tiles. Like the onginal Tetris in which gamers found 
themselves begging for a "straight piece," those playing Wordtris 
will quickly find themselves pleading at the screen for a vowel. 

There are only so many words a person can make with the letters 
FFFFFFFZXXXXV (not including Ro man Numerals). 


__I dictionary 

_ecognize simple words 

such as “niafglela". 
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Word Feud 

System: ColecoVision 

Release Date: 1984 
Programmer: Michael Crick 
Developer: K-Tel 
Publisher: Xonox 
Rating: Decent 


What’s the most effective way to torture 
a video gamer? Make them play a game 
labeled as “edutainment." of course Since 
the dawn of time, game publishers have 
deviously released titles that look and 
smell like your standard video game but are 
actually trying to teach you something. Like 
oil and water, video games and education 
just don't mix and yet the charade continues Word Feud: Slightly less 
even today. bitter than a Family Feud. 

Xonox took a stab at the edutainment 
scene in 1984 with Word Feud, bringing to the ColecoVision a game that 
was more than your standard educational title. Word Feud is essentially a 
digitized version of find-a-word, the search game where you have a grid 
of letters and specific words hidden within. While the Xonox title may be 
a way for the younger player to work on his ABCs, it’s really more of a 
puzzle game that will pose a challenge for anyone who's brave enough 
| to try it out 

Multiple gameplay options 
provide the player with 
plenty of ways to tackle the 
word-search theme One 
can choose from finding 
either given or hidden words 
and between solo or head- 
to-head play. When the word 
is given, the game operates 
just like a find-a-word puzzle. 
With the hidden word option. 
. the challenge is to find the 
Look all you want, there's no dirty words d , h . awM>afs twirp 

*—■ 52 , Z iSST e 

playing by yourself you have the option to take on the computer, who 
makes your life difficult by deleting letters while you scramble to find the 
hidden word. However, the most enjoyable game is head-to-head. Two 
players race against each other, frantically searching for the hidden word 
while simultaneously keeping watch over the moves of their opponent. 

When a simple puzzle game is translated to a more sophisticated 
format, one assumes that the new version will expand its predecessor's 
concept Word Feud effectively integrates new one- and two-player 
challenges into the find-a-word theme, but it actually regresses in regards 
to how words are hidden. The original find-a-word hides words within the 
grid in various ways (front, back, up, down, and diagonally), but Word 
Feud only hides its words one way (left to right), thus making it a simpler 
game. The overall quality is weakened due to this lack of complexity, and 
if a little more time was invested it would have been a solid game. 

As with most of the Xonox tittes. Word Feud is a rare find You can 
expect to put down $40 for the cartridge and at least $75 for a complete 
package. If you really like find-a-words, then you'll probably have no 
problem putting down the money for this game. The rest of you should 
just head over to the local drugstore to satisfy your word-search fix. 
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Rampage: Total 
Destruction 

Platform: PlayStation 2 
Developer: Pipeworks Software, Inc. 
Publisher: Midway Home Entertainment 

Rating: Poor 


It's hard to believe Midway's Rampage 1 
series has survived nearly 20 years when 
you consider both its gameplay and 
scope have changed little from release to 
release. Godzilla, King Kong, and other 
cinematic goliaths inspired the 1986 
original, a multiplayer title where the 
action focused on the simple pleasures 
of smashing buildings and scarfing down 
pedestrians. Take your friends out of 
the city, however, and you are left with a 
repetitive game with basic controls. This 
modern remake follows a near identical 
blueprint, albeit with Claymation-style 
visuals and four variants of play. 

The overall goal is still the same: raze a finite number of buildings 
in one section of a bustling city to 
advance to another. The police, 
military, and hazards like electric 
signs are threats to a monster's 
health, which can be replenished 
by eating a few humans or a 
juicy hamburger or two. Yet the 
new "enhancements" add little to 
the experience In an attempt to 
Tonight on Fox - when Apache inject depth to the title, at least 
Longbow helicopters attack visually, the developers created 

side-scrolling environments 

where creatures can step in and out of the background. The 
problem? The sluggish response time and imprecise collision 
detection make it hard to grab onto buildings, often causing your 
monster to jump in place while it unsuccessfully tries to claw its way 
onto brick or steel. 

Yet it's the stubborn unwillingness to embrace new ideas that 
slips this franchise several 
rungs back on the evolutionary 
ladder. The primitive controls 
consist of punching, kicking, 
and grabbing. The four 
temporary power-ups are 
unexciting and a pain to 
aoquire. The seven real-life 
cities look different but play 
the same While the game 
also boasts 25 unlockable 
monsters, all feature identical 
moves. Even the inclusion 
of emulated versions of Rampage and Rampage: World Tour 
isn't enough to satiate those hungry for explosive mayhem. Total 
Destruction is a budget-priced title that will ultimately leave players 
feeling shortchanged. 


Rampage: Total Destruction: same 
old, same old...except for this cool 
octopus monster 
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Word Feud 

System: ColecoVision 

Release Date: 1984 
Programmer: Michael Crick 
Developer: K-Tel 
Publisher: Xonox 
Rating: Decent 


What's the most effective way to torture 
a video gamer? Make them play a game 
labeled as "edutainment.'' of course. Since 
the dawn of time, game publishers have 
deviously released titles that look and 
smell like your standard video game but are 
actually trying to teach you something. Like 
oil and water, video games and education 
just don't mix and yet the charade continues Word Feud: Slightly less 
even today. bitter than a Family Feud. 

Xonox took a stab at the edutainment 
scene in 1984 with Word Feud, bringing to the ColecoVision a game that 
was more than your standard educational title. Word Feud is essentially a 
digitized version of find-a-word, the search game where you have a grid 
of letters and specific words hidden within. While the Xonox title may be 
a way for the younger player to work on his ABCs, it's really more of a 
puzzle game that will pose a challenge for anyone who's brave enough 
| to try it out. 

Multiple gameplay options 
provide the player with 
plenty of ways to tackle the 
word-search theme One 
can choose from finding 
either given or hidden words 
and between solo or head- 
to-head play When the word 
is given, the game operates 
just like a find-a-word puzzle: 

' ‘ :h the hidden word option, 

Look all you want, there's no dirty words ^rd^ha^appears^^ce 

playing by yourself you have the option lo take on the computer, who 
makes your life difficult by deleting letters while you scramble to find the 
hidden word. However, the most enjoyable game is head-to-head Two 
players race against each other, frantically searching for the hidden word 
while simultaneously keeping watch over the moves of their opponent. 

When a simple puzzle game is translated to a more sophisticated 
format, one assumes that the new version will expand its predecessor's 
concept. Word Feud effectively integrates new one- and two-player 
challenges into the find-a-word theme, but it actually regresses in regards 
to how words are hidden. The original find-a-word hides words within the 
grid in various ways (front, back. up. down, and diagonally), but Word 
Feud only hides its words one way (left to right), thus making it a simpler 
game. The overall quality is weakened due to this lack of complexity, and 
if a little more time was invested it would have been a solid game. 

"h most of the Xonox titles. Word Feud is a rare find You can 
expect to put down $40 for the cartridge and at least $75 for a complete 
package. If you really like find-a-words. then you’ll probably have no 
problem putting down the money for this game. The rest of you should 
just head over to the local drugstore to satisfy your word-search fix. 
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- Nathan Kozlowskl 



Rampage: Total 
Destruction 

Platform: PlayStation 2 
Developer: Pipeworks Software, Inc. 
Publisher: Midway Home Entertainment 

Rating: Poor 


It s hard to believe Midway's Rampage 1 
series has survived nearly 20 years when 
you consider both its gameplay and 
scope have changed little from release to I 
release Godzilla. King Kong, and other 
cinematic goliaths inspired the 1986 
original, a multiplayer title where the 
action focused on the simple pleasures 
of smashing buildings and scarfing down 
pedestrians. Take your friends out of 
the city, however, and you are left with a 
repetitive game with basic controls. This 
modern remake follows a near identical 
blueprint, albeit with Claymalion-style 
visuals and four variants of play. 

The overall goal is still the same: raze a finite number of buildings 
in one section of a bustling city to 
advance to another The police, 
military, and hazards like electric 
signs are threats to a monster's 
health, which can be replenished 
by eating a few humans or a 
juicy hamburger or two. Yet the 
new “enhancements" add little to 
the experience In an attempt to 
Tonight on Fox - when Apache inject depth to the title, at least 
Longbow helicopters attack visually, the developers created 

side-scrolling environments 

where creatures can step in and out of the background. The 
problem? The sluggish response time and imprecise collision 
detection make it hard to grab onto buildings, often causing your 
monster to jump in place while it unsuccessfully tries to claw its way 
onto brick or steel. 

Yet it's the stubborn unwillingness to embrace new ideas that 
slips this franchise several 
rungs back on the evolutionary 
ladder. The primitive controls 
consist of punching, kicking, 
and grabbing. The four 
temporary power-ups are 
unexciting and a pain to 
acquire. The seven real-life 
cities look different but play 
the same. While the game 
also boasts 25 unlockable 
monsters, all feature identical 
moves. Even the inclusion 
of emulated versions of Rampage and Rampage: World Tour 
isn't enough to satiate those hungry for explosive mayhem. Total 
Destruction is a budget-priced title that will ultimately leave players 
feeling shortchanged. 

- Scott Alan Marriott 




Rampage: Total Destruction: same 
old. same old...except for this cool 
octopus monster 
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Word Feud 

System: ColecoVision 

Release Date: 1984 
Programmer: Michael Crick 
Developer: K-Tel 
Publisher: Xonox 
Rating: Decent 


What's the most effective way to torture 
a video gamer? Make them play a game 
labeled as "edutainment." of course. Since 
the dawn of time, game publishers have 
deviously released titles that look and 
smell like your standard video game but are 
actually trying to teach you something. Like 
oil and water, video games and education 
just don't mix and yet the charade continues Word Feud: Slightly less 
even today. bitter than a Family Feud. 

Xonox took a stab at the edutainment 
scene in 1984 with Word Feud, bringing to the ColecoVision a game that 
was more than your standard educational title. Word Feud is essentially a 
digitized version of find-a-word, the search game where you have a grid 
of letters and specific words hidden within. While the Xonox title may be 
a way for the younger player to work on his ABCs, it s really more of a 
puzzle game that will pose a challenge for anyone who's brave enough 
| to try it out. 

Multiple gameplay options 
provide the player with 
plenty of ways to tackle the 
word-search theme. One 
can choose from finding 
either given or hidden words 
and between solo or head- 
to-head play When the word 
is given, the game operates 
just like a find-a-word puzzle 
With the hidden word option, 
J the challenge is to find the 
Look *11 you wanttheres no dirty words ^ , ha , ^ 

hidden In there. We ve checked. Wlthin the ju ^, e . When 

playing by yourself you have the option to take on the computer, who 
makes your life difficult by deleting letters while you scramble to find the 
hidden word. However, the most enjoyable game is head-to-head Two 
players race against each other, frantically searching for the hidden word 
while simultaneously keeping watch over the moves of their opponent. 

When a simple puzzle game is translated to a more sophisticated 
format, one assumes that the new version will expand its predecessor's 
concept. Word Feud effectively integrates new one- and two-player 
challenges into the find-a-word theme, but it actually regresses in regards 
to how words are hidden. The original find-a-word hides words within the 
grid in various ways (front, back, up, down, and diagonally), but Word 
Feud only hides its words one way (left to right), thus making it a simpler 
game. The overall quality is weakened due to this lack of complexity, and 
f a little more time was invested it would have been a solid game. 

As with most of the Xonox titles. Word Feud is a rare find You can 
expect to put down $40 for the cartridge and at least $75 for a complete 
package. If you really like find-a-words, then you'll probably have no 
problem putting down the money for this game. The rest of you should 
just head over to the local drugstore to satisfy your word-search fix. 
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- Nathan Kozlowski 



Rampage: Total 
Destruction 

Platform: PlayStation 2 
Developer: Pipeworks Software. Inc. 
Publisher: Midway Home Entertainment 
Rating: Poor 


It's hard to believe Midway's Rampage ' 
series has survived nearly 20 years when 
you consider both its gameplay and 
scope have changed little from release to 
release Godzilla. King Kong, and other 
cinematic goliaths inspired the 1986 
original, a multiplayer title where the 
action focused on the simple pleasures 
of smashing buildings and scarfing down 
pedestrians. Take your friends out of 
the city, however, and you are left with a 
repetitive game with basic controls. This 
modern remake follows a near identical 
blueprint, albeit with Claymation-style 
visuals and four variants of play. 

The overall goal is still the same: raze a finite number of buildings 
in one section of a bustling city to 
advance to another. The police, 
military, and hazards like electric 
signs are threats to a monster's 
health, which can be replenished 
by eating a few humans or a 
juicy hamburger or two. Yet the 
new “enhancements' add little to 
the experience In an attempt to 
Tonight on Fox - when Apache inject depth to the title, at least 
Longbow helicopters attack visually, the developers created 

side-scrolling environments 

where creatures can step in and out of the background. The 
problem? The sluggish response time and imprecise collision 
detection make it hard to grab onto buildings, often causing your 
monster to jump in place while it unsuccessfully tries to claw its way 
onto brick or steel. 

Yet it s the stubborn unwillingness to embrace new ideas that 
slips this franchise several 
rungs back on the evolutionary 
ladder. The primitive controls 
consist of punching, kicking, 
and grabbing. The four 
temporary power-ups are 
unexciting and a pain to 
acquire. The seven real-life 
cities look different but play 
the same. While the game 
also boasts 25 unlockable 
monsters, all feature identical 
moves. Even the inclusion 
of emulated versions of Rampage and Rampage: World Tour 
isn’t enough to satiate those hungry for explosive mayhem. Total 
Destruction is a budget-priced title that will ultimately leave players 
feeling shortchanged 

- Scott Alan Marriott 




Rampage: Total Destruction: same 
old, same old...except for this cool 
octopus monster 
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NES and Master System; 
are dean and colorful 
without being overly 
detailed, and its art 
style outshines Coffon; 
Fantastic Night Dreams. 
Interestingly, the first 
level of the US version 
has different enemies 
and background art than 
the Japanese version. 


irdest to find (and thus, 
US-released TurboGrafx- 
ISoft's charming shooter, 
Released on Turbo 
limited quantities, it was 
hed as a HuCard in Japan 


Magical Chase 

System: TurboGrafx-16 
Release Date: 1991 (Japan)/1993 (US) 
Developer: PalSoft 
Publisher: Quest 
Rating: Great 


One of the hardest t 
most valuable) 1“ 

16 games is Pal 
Magical Chase. 

Chip in 1993 in li.., 

originally published as a I_ 

in 1991 The import version is a t 
to come by, but still quite e;;p—* 
located. Like the similarly themed Cotton: Fantastic Night Dreams. 
Magical Chase features a broom-riding witch out to stop evil forces 
by blowing the stuffing out of anything flying her way Unlike the 
scheming (but cute) witch Cotton, Magical Chase's heroine, Ripple 
is actually a good little witch who's made a hombly big mistake. 

| Ripple has unleashed 


I a bit of hell by peeking 
I into her mistress'book 
I of Sleeping Demons and 
I now has to chase down 
" the six fiends and all their 
minions before they cause 
too much trouble. That, 
y combined with the threat 
| of being turned into a toad 
by her teacher, inspires 
Ripple to zip out on her 
broomstick to tackle the 
hordes. Although the 
game is a straightforward 

shooter featuring six levels and three difficulty settings, the super- 
cute factor and pleasing shooting action combined with its rarity 
make it one of those games you'll treasure once you find a copy. 

Magical Chase offers three difficulty settings: Bumpy. Breeze, 
and Rough. Bumpy is the game's practice mode (only the first three 
stages are available in this setting), while Breeze and Rough are 
normal and hard modes respectively. Ripple has two star-shaped 
helpers in tow. named Topsy and Turvy, that can be moved into 
attack and defense formations by using Button I on the controller. 
Ripple begins with a basic straight shot magic attack, and as she 
defeats enemies, magic crystals are dropped Similar to games 
like Fantasy Zone or Forgotten Worlds, these crystals need to 
be scooped up quickly since they can be used as currency in the 
game's floating shop. Halloween Jack's. There are nine types of 
attack magic and three special magic items that can be purchased 
for Ripple, and a couple of magic attacks for Topsy and Turvy. In 
addition, you can buy speed or life-up options should you need 
them (and have enough crystals to spare). Ripple can store up to six 


special magic items, which are activated by double-tapping Button II, 
preferably in emergency situations. You'll have a chance to hit Jack's 
shop in every stage save for the last one. so if you're not stocked up 
by then, you'll be doing more praying than shooting. 

Except for the final one, each stage has a middle boss and an end 
boss. It's here that the TurboGrafx boasts cute graphics as well as 

- 1 .— IS one area the T g- 16 excelled at over the 

. .. | - , 


and colored blocks in 
the foreground and a 
slightly drab-looking 
cityscape background 
are replaced with a 


Would you buy a used broom from this man? 


detailed castle backdrop. It's probable the developer felt they could 
improve on the original code and perhaps make it comparable to 
current Super Nintendo and Genesis titles of the time 
Sounds and music are whimsical and fitting, although one has 
to wonder what PalSoft could have done with a full CD's worth of 
storage. Imagine a five-minute long opening that showed Ripple 
sneaking into her teacher’s room and slowly opening that huge, 
evil book and releasing the dogs. Although the game was also 
programmed for the GameBoy Advance in Japan (by Micro Cabin 
back in 2000), how cool would it be if MindRec or some other skilled 
developer tackled a new CD 
remake with voices and re- 
scored music? 

Magical Chase's main 
flaw is its length, and might 
be seen as too short and 
easy by some of the pickier 
shmup veterans Yet how 
can you not fall in love with 
Ripple and her cute red 
getup? If you're a dedicated 
fan of the TurboGrafx, you'll 
definitely want to add this 
gem to your collection. Sure 
it's expensive, but given that 
interest in TG-16 titles seems 
Magical Chase 


When Teddy Grahams attack! 
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Homebrew Haven 


For this issue of Homebrew Haven. VGC Special Correspondent Bill 
Loguidice sits down for a nice long chat with Bt Gamer, founder of 
MindRec. and publisher of the long-running Meteor Blaster series 
of homebrews. Bill tries to find out all he can about what makes the 
latest version, Meteor Blaster OX: Signature Edition, so gosh dam 
special. Is it just the great gameplay, packaging design, special 
bonus games, or is it something more? Read on to find out. 

On the history of Meteor Blaster: 

In October 2003, a ROM-only release of Meteor Blaster was made 
available—actually there were about 7 different versions Various PC 
Engine (PCE) related sites were all given different ROM’s (each one 
had different backgrounds) but I have no idea if anyone actually tned 
to collect them all. Not all of the “DX" features were in there, and the 
gameplay was a tad limited (20 levels or so). 

In early 2004. the official release of Meteor Blaster DX was ready to 
be pressed. Most people do not realize this, but there are actually six 
different versions of “DX* that got released. The only real difference 
is the color of the waving “DX" on the title screen, but it is something 
that few people know about. 

For the Signature Edition, there were several changes made... 

• Some game graphics were improved 

• The DX on the title screen is now multi-colored 

• An extra ship was added to the game (and is hidden) 

• An extra demo is hidden on the CD somewhere 

• The bonus game Loop was upgraded to Version 2 

■ Every version has the number on the title screen along with the 
customization for each user 

Why the PC Engine: 

I have been a PC Engine fan for quite some time. I began with a TG- 
16 in 1990 and quickly upgraded to the CD system, then the Super 
system, and also started collecting software from not the Japanese 
Market. I currently have a copy of every commercial release for the 
PCE and Duo , as well as a lot of weird stuff that was not available 
commercially. In 1993 I started the Turbo Mailing list—an electronic 
mailing list for Duo and PCE aficionados. At its height, it had over 
500 subscribers. So. in ail these dealings I ended up knowing a lot of 
folks who were tinkering with the hardware and development tools. 

On developing games for the PC Engine: 

The homegrown development tools for the PCE are so advanced 
that anyone with a decent PC and a good knowledge of the C 
programming language can develop for the PCE. My own 
personal setup starts with the readily available HuC compiler, to 
which I add some custom tools and add-ons that I have written. I use 
an over-the-counter graphics program, Paint Shop Pro 7. for all in¬ 
game graphics. Sound creation is done with a variety of programs, 
including Audiology. Magix and Reason. 

On future PC Engine games: 

There are quite a few things in development, but nothing is near 
a release condition yet. Every PCE project that I have undertaken 
has been marked by pushing the PCE hardware a little bit further 
and in some cases a lot further. Hopefully that will continue as PCE 
development continues Making a game is hard work and takes a lot 
of time but I have made sure that the games we put out are fun to 
play and have replay value. 

You can find out more about MindRec and their products at 
MindRec.com! 



Meatwad's little brother appears on the disc and packaging 


Meteor Blaster DX Signature Edition is the latest and most 
elaborate version of the long-running series of homebrew games in 
NEC's Super CD format from author Bt Gamer and his company, 
MindRec. Signature Edition is essentially the same Asteroids- 
inspired product as the other DX games, save for some slight 
graphical tweaks, a hidden extra ship, a hidden extra demo, an 
upgrade to the Loop bonus game, and personalization options. 

With the game disc inserted, it takes the main menu about five 
seconds to load after pushing the RUN button on the control pad. 
Once loaded, Meteor Blaster DX is presented as the default option, 
with Implode Caravan Version and Loop v2 as the other two options. 

■ The directional pad swaps out 
each game's logo for the other, 
with the / button used to select 
the featured title. 

After selecting Meteor 
Blaster DX, an excellent 
soundtrack accompanies a 
brief credit screen, and then 
by a quick animation of a ship 
flying back and forth in front 
of a scrolling “Meteor Blaster 
DX” and starfield. Once this 
sequence finishes, the main 

Being able to customize each copy title screen appears that 
of Meteor Blaster DX Signature showcases the personalization 

Edition, allows Bill to get his name on - in this case the copy number 
his underwear and his title screen. “26 of 100“ and my name 

(the latter being my particular 

request). This customization takes limited run homebrew titles 
in a great new direction. While Garner would have preferred to 


- Bill Loguidice 
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create the game discs using 
the now lost original NEC 
glass mastering techniques, 
using standard CD s has the 
obvious advantage with in¬ 
game customization. It will 
be interesting to see if future 
homebrew titles will be able 
to expand on this idea, which 
even now appeals to the 
narcissist, collector, or gift giver I 
in all of us. 

Pressing SELECT adjusts 

the number of starting lives, while pressing RUN begins the game 
and takes players to the ship selection screen. Here they can 
choose from four visually different craft with various speed, handling 
and shield characteristics. After highlighting the ship of choice and 
pressing the I button, the screen goes blank in a somewhat jarring 
manner for about four seconds until the opening cinema loads. 

In the cinema, you're depicted as a sarcastic space patrol pilot 
named Stryker who is ordered by headquarters to intercept a series 
of objects headed towards Earth. Unfortunately, while there is limited 
animation and nice music, the cinemas do not feature speech 
or sound effects, forcing the player to scroll through and read all 
conversations on-screen. Despite these deficiencies and somewhat 
crude writing, it’s nevertheless refreshing to see a cinema such as 
this implemented in a homebrew title. 

After finishing the debriefing, or skipping it with the RUN button, 
'Stage 01" of 99 begins. The initial background features a picture 
| of the Earth that displays a 
somewhat distracting and 
poorly dithered sun bloom 
in the lower right against a 
starfield. The score, stage, 
number of ships left, number 
of warps left, and number of 
enemy objects left are shown in 
the upper right. As is typical of 
an Asteroids clone, the player's 
ship starts in the center with 
„ enemy objects - initially three 

Meteor Blaster DX: 'If we should blue meteors - spinning in 
experience a sudden change in cabin . _ « 
pressure, then you're DEAD!" fr °™ „ 

7 Button II fires and button 

/ randomly warps the ship. Pushing up on the directional pad 
accelerates, pushing left and right turns in the respective direction, 
and pushing down activates the shield. These controls are well 
mapped and suitably responsive with the standard gamepad, though 
accelerating and turning at the same time can be tricky. 

As expected, shooting a meteor breaks it into smaller meteors that 
fly off in random directions, which themselves must be shot. Enemy 
flying saucers that fire back appear at various times and must also 
be dealt with or avoided. Occasionally, floating power-ups that 
need to be caught to activate, inject some variety into the gameplay 
and feature Barrier (quicker shield recharge), Speed (faster ship), 
Power (more powerful shots), Warp (extra warp), Invincible (brief 
invincibility) or 1-up (extra life) bonuses depending upon type 

While unremarkable on their own, the graphics are well rendered 
and effective for the needs of the game In addition, in spite of aft 
of the on-screen activity, the graphics remain flicker-free and move 
smoothly. The single screen does not scroll, instead having objects 
appear on the opposite side of the end it passed through. 

While the non-stop in-game music is just as entertaining and well- 
orchestrated as the earlier usages, the sound effects lack the kind 
of bass one would expect from something inspired by Asteroids. In 
short, the music overpowers the weak and somewhat quiet sound 
effects, lessening the impact of the gameplay. 

After the player uses up all of their lives, they're presented with the 
score, number of meteors destroyed, total shots fired and shooting 





accuracy. If the score and percentage are high enough, they get 
saved to a permanent high score table with the player's name, which I 
is a great motivator beyond 
making it to a new level for 
a game of this type. If the 
player decides to go again, the 
choice to continue, if one is 
still available, or to start a new 
game, is given after pressing 
RUN. If instead Implode 
Caravan Version or Loop v2 
is desired for play, the system 
must be reset, with the player 
then returning to the main 
menu. 

Implode Caravan Version is 
a time-limited color matching 
puzzle game featuring reverse falling blocks. Implode borrows 
elements from games like Tetris. Columns and Bejeweled, but still 
manages to be interesting on its own merits. As with Meteor Blaster 
DX. loud music constantly plays on top of the much quieter sound 
effects. Certain text and graphic areas were also cut off on the 
review television, as if they were designed for a slightly different 
resolution or scale. These scaling issues were also present on the 
main game and menus, though not to the same degree as with 
Implode. Configurable options include starting speed, speedup 
value, starting rows, special frequency, flash speed and game 
minutes, the latter topping out at nine. As with Meteor Blaster DX, 
high scores are permanently retained, along with player name and 
level. Despite the display quirks, for puzzle game fans this is a great 
inclusion, particularly since the original untimed Implode is available 
for purchase as its own Super CD. 

Loop v2 requires the player to move a cursor around a playing 
field of an increasing number of differently shaped pipes, which then 
need to be rotated in place to connect to adjacent pieces, forming 
loops. When a loop is created, it will be removed from the screen. 

The game finishes when no more pieces can be placed on the 
screen. As with the other two games, high scores are permanently 
retained. Despite minimal sound effects and no in-game music. Loop 
v2 is a very original, straightforward, and challenging addition to the 
puzzle genre. 

The CD insert manual for the games is short and to the point. 

going over the major screen 
areas and controls with minimal 
fluff. The overall packaging is 
also simple, utilizing a standard 
jewel case, but the paper 
stock and printing is the same 
high quality typically found in 
a commercial product. The 
packaging's artwork retains 
the in-game silliness, from the 
hanging fuzzy dice, the “I heart 
Mars' mug, and half eaten 
donut in the cockpit, drawing 
on the front of the cover to the 
meteor with the silly face on 

front of the CD. Finally, while the game was reviewed on a US Turbo 
Duo with stock gamepad, Signature Edition works on any Super CD 
capable system from any region, including the PC Engine, and even 
: enmtatQrs, 11 vC.JvTrvx 1=3 

Ultimately, Meteor Blaster DX Signature Edition is an average 
Asteroids clone that nevertheless exhibits a surprising degree of 
polish, with plenty of thoughtful extras. Despite the lack of innovation 
in gameplay, the included unlockables, customization, and additional 
games provide great value, making it well worth a purchase for the 
NEC enthusiast. 

- Bill Loguidice 
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Market Watch 


After covering controllers last issue, it is 
I time to get back to video games. First stop 
s the Nintendo GameCube, a system that 
I is ripe for collectible titles. With the smallest 
I user base of the three main systems and 
d party support already drying up, there 
will be some rare games coming out this 
year. One game that was deemed rare and 
valuable was Cubivore. An odd “eat or be 
eaten' game that carried a $40.00 price tag, 
even months after release. A rumor spread 
that it had a short print, causing it to flirt with 
a $50.00 price tag and then retreat. While 
it still can command $30.00, which is quite 
good for a four-year old game, the more rea 
$25.00. 

Another GameCube rarity is Disney 
Sports Basketball. Considered to be one 
of the rarest GameCube games, it once 
fetched close to $80.00 with some bids as 
high as $100.00 Prices are now closer to 
S40.00-S50.00. While it is a rare game, it is 
also not in high demand. However it may 
gain in value simply based on its license 
and the legions of Disney collectors who 
may take out or may not be one day adding 
video games to their collections. 

Usually banned or recalled video games 
are always in demand, but that is not the 
case with Kakuto 
Chojin, a fighting game for the XBOX The 
game was pulled from shelves back in 
2003 because of religious messages in the 
game that could be deemed offensive. For 
a brief moment the value of the game rose, 
going for over $50 00 as people bought into 
the recall hype, but after the dust cleared, 
there were still more than enough copies 
for anyone who wanted one. The game is 
currently selling for $10.00 or less, with rio 
reason to rise in value. 

Another banned game was the famous 
(or infamous) Grand Theft Auto: San 
Andreas. With the hidden “Hot Coffee" gameplay. the controversy 
was huge. Rockstar was forced to pull 
all copies from the shelves, costing the 
company millions of dollars as well as 
several pending lawsuits. The problem from 
a collectible standpoint is that there were 
millions upon millions of copies sold before 
the ban went into effect. Since there is no 
shortage, copies of the 
banned version are 
worth about as much 
as copies of the new 
version, both of which 
are going for $20.00 or 
less. Down the road, 
the cleaned up version may be the rarer 
version and possibly be worth 
more, but don't expect it to be 
much more. 

While deluxe packages are all 
the rage in Japan, they are very rare 
in the United States Though a few 
get released here, they are usually 
pnnted in limited quantities. One 
of those is the Growlanser Deluxe 
Edition. It featured two complete 


games, a watch, a music soundtrack, necklace and more Original 
retail price in 2004 was between $79.99 and $89.99, depending 
where you purchased it, and two years later the value has slipped, 
going anywhere from $45.00-$60.00 on eBay. If it weren't for the 
fact that most gamers are not familiar with the Growlanser series, 
it would probably fetch more, but it could increase in value as RPG 
fans come looking for it. 

While there have been many games 
based on the hit movie Jurassic Park, 
almost all of them involved fighting 
dinosaurs. But in 2003, a game was created 
for the PlayStation 2 that allowed you to 
build and control Jurassic Park, making it 
more of a simulation game than an action 
game. Jurassic Park: Operation Genesis 
from Vivendi Publishing did not do well 
at first since there wasn't much interest 
in Jurassic Park games at the time, but 
eventually word spread that it was a solid 
sim and a lot of fun to boot. Slowly gamers 
came looking for it and found that it was not available. Prices have 
been slowly going up, with copies fetching $45.00-S55.00. 

Now onto a different subject. Recent events may change the 
collectible nature of video games. The first one is the upcoming 
Nintendo Wii While it has been known for quite some time that 
most of the Nintendo back catalog would be available for download 
(including games from the NES. Super NES and Nintendo 64), the 
word now is that games from Sega Genesis and NEC's TurboGrafx 
16 will also be available for download. Whereas many of the NES 
games have been available in different formats for quite some time, 
the Super NES and Sega Genesis games have not. Only a select 
few have been re-released, and most of the TurboGrafx games 
have never been re-released. It will be interesting to see what kind 
of effect this has on their values, especially the TurboGrafx games 
that command more money on average than the other two systems. 

It will also be interesting to be able to play Mario. Sonic and Bonk all 
on the same system. 

Another issue that may affect value down 
the road is the growing trend of adding 
more content to games when they get re- 
released as Greatest Hits. The latest games 
to do this are Metal Gear Solid 3 and Devil 
May Cry 3. Both add additional gameplay 
for people who were willing to wait or to try 
and lure fans into spending more money 
One thing to consider is not only are they 
superior in that they have everything the 
original game did, as well as extras like 
different characters, more levels and other 
bonuses, but they may also be produced 
in smaller quantities. If a game like Metal 
Gear Solid 3 that sold 3 million or more 
copies when it came out is re-released, 
how many Greatest Hits copies do 
you think it will sell? A half a million? 

So down the road, which one do 
you think will have more value? The 
original version that sells a lot more 
copies but has less content, or the re¬ 
issue that sells half as many or less 
and has more 
gameplay? Could 
be an interesting 
situation down 
the road. 

- Tom ZJaba 













Price Guide Intro 
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Welcome to Video Game Collector's bold (but not brash) Price 
Guide, a crazy-big list of every known North American release for 
every major video game system from the ancient Atari 2600 to the 
brand-spankin’-new Xbox 360—or Xbox Three-Ciddy. if you prefer 
the "gangsta" pronunciation. Each issue's Price Guide is updated 
with the latest game releases and price fluctuations in the ever- 
changing market, although we re often tempted to recycle the same 
list over and over again and hope you won't notice. 

What follows is a list of frequently asked questions about the Pnce 
Guide, along with snarky answers for each. And remember that, as 
South Park’s Mr. Garrison once said, there are no stupid questions 
— just stupid people 

Where do you get your prices? 

The Price Guide's dollar values are an average of published 
and reported prices from a variety of sources: retail sales. eBay 
auctions, online price lists, and private transactions Each value 
listed is for near-mint condition Cartridges must be clean (no video¬ 
rental stickers or Magic-Markered names), and labels must be intact 
(no peeling comers or "Actiplaque’). Discs must be unscratched 
and unresurfaced. With boxed games, the instruction manual 
must be included, and both the box and manual must be in near¬ 
mint condition Scratches, bends, stains, folds, spindles, and/or 
mutilations will lower the value of the game, box and/or manual. 

Why isn't my game listed? 

We've worked to include all known domestic video game releases, 
but a few may have slipped past us while we were indulging in 
our daily Robotron; 2084 session. And while we update our lists 
right up til the moment we have to hand over the Excel files to the 
layout guy, a handful of new releases always ships too late for us 
to include. If your game is for a vintage system, visit our website at 
www vgcollector.com and let us know we screwed up. 

Do you list label and packaging variants? 

We list label and packaging variations when those variations 
affect a game's price. For instance, Sears Tele-Games versions of 
Atari 2600 cartridges are usually worth slightly more than their Atari 
equivalents, so we supply entries for Atari-label and Sears-label 
variants. If a variant doesn't affect the price, only the title and its 
average value are listed. And while we don't have separate listings 
for Greatest Hits. Platinum Hits and Player's Choice budget-label 
variants, collectors always prefer non-budget editions. 

Will anyone pay me the price listed in your magazine? 

A video game store won't pay you Price Guide values for your 
games, since the owner needs to turn a profit in order to cover his 
rent, utilities, payrolls, and gambling habit. Most stores will offer a fair 
pnce for your games, based on a percentage of what they sell the 
games for. This often depends on a number of factors, including the 
demand for a particular title, the number of copies already in stock, 
and the condition of your game. 

What does NCSR mean? 

NCSR stands for No Current Sales Recorded, which is often the 
case with games that are less frequently seen than Bigfoot. 

Why are some game titles listed In red or green, and why do 
some game prices have red or green arrows next to them? 

A title m green Is one of the best games for the system under 
which it's listed, and a title in red is one of the worst. These rankings 
were determined by an extremely scientific poll of VGC editors in 
which each was asked to compose a list of games that are cod and 
games that suck. 

A green arrow indicates a price that has gone up since last issue, 
and a red arrow indicates a price that has gone the opposite of the 
opposite of the opposite of up. 














Atari 







Herbie Goes Bannanas. 
And does a little crank. 


Publisher Profile 


The publisher Bomb released (our titles for the Atari 
2600-Assault. Great Escape, Wall Defender and Z- 
Tack. Bomb released all of their games in the same 
box, which featured a unique die-cut design allowing 
the game to show through from inside. The four Bomb 
games received very limited US distribution, making 
them some of the rarest domestic titles, though 
foreign copies in PAL format are easier to find. 


/.atar!2600. 


Chuck Norris played this 
game to infinity. Twice. 
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Nintendo 
















































Nintendo Cont. 


Nintendo Cont. SNESCont. 




































Super Nintendol 



Now Appearing 


Demon's Crest: In this Capcom release, players 
control Firebrand, the frustratingly fast Red Demon 
enemy from Ghosts N' Goblins. 


Nintendo 64 Coni. 







































GameCube 































































Game Boy Color 






























Game Boy Advance 


Game Boy Advance Com. Game Boy Advance Com. Game Boy Advance Com. Game Boy Advance Cent. Game Boy Advance Com. 
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Visit our Retail Store: 

1049 Gravois Road 
Fenton. MO 63026 
(636)349-3113 

Hours: 12 p.m. - 8 pm.. Monday-Saturday 


www.tradengames.com 


Trade-N-Games is not just another online store! 
With over 10,000 games and systems in stock and new 
stock coming in daily, we probably have that hard-to- 
find item on your list. Our retail store is designed for 
collectors and gamers alike. With great quality, service, 
and pricing, we are the #1 source for all your video 
game needs. 


Our online store features: 

No Stock Photos—What you see is what you get! 
Every items is clearly pictured 
Fast Shipping - Estimate online before you buy 
Search by title, price or system 


Our retail store features: 

Collectors' Case 

Reality Check Arena Game Room 
Great Trades or Cash for your garr 
Friendly Service 


1000*5 of Games, Instructions, Accessories <£ 
Systems in stock - at our store and on our websitel 


FREE SHIPPING! PayPal ^ — 


Enter "VGCSUMMER" in the discount box during checkout on your first online purchase of $15 or more and receive free shipping. 
































[Game Boy Advance 


Game Boy Advance Com. Game Boy Advance Com. Game Boy Advance Com. Game Boy Advance Com. Nintendo DS 




























Sega Master System 







































Sega Genesis 


Sega Genesis Com. Sega Genesis Corn. Sega Genesis Corn. Sega CD 


Sega CD Com. 



Released in 1995, the Sega Nomad was a handheld 
system that played Sega Gonesls cartridges. With a 
3.25 inch color screen. A/V outputs, and a true 16-bit 
processor, the Sega Nomad was the most advanced 
handheld system at its time. 



Written and developed by Metal Gear creator Hideo 
Kojima. Snatcher was originally released in Japan 
for NEC's PC Engine game system to great acclaim. 
The only English release Snatcher received was on 
the Sega CO. where it failed to capture the success 
it enjoyed in Japan. Snatcher has since become the 
most sought after title in the Sega CD library. 







































Sega CD 


Sega CO Coni 


Sega Saturn Corn. 


Sega Saturn Cont. 


Sega Dreamcast 


Sega Dreamcast Cont 



Sega32X 


Although set in a distant, 
apocalyptic future. 
Cannon Spike features 
characters from many 
Capcom classics such 
as Mega Man. Cammy 
and Charlie from the 
Street Fighter, and 
Arthur from Ghosts 'n 


























Sega Dreamcast 



Sega Game Gear Corn 
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□kl*hom% Vid.v» Q.v>% exhibition 

On August 19, 2006 Atari, Coleco, 
Mattel, Nintendo, Sega and many 
more of your favorite classic gaming 
systems will once again rise from 
history in all their glory as the Marriott 
Tulsa Southern Hills Hotel in Tulsa, 
Oklahoma will be host to the forth 
annual Oklahoma Video Game Exhibition 
organized for the mid-American 
states of Arkansas, Kansas, Missouri, 
Oklahoma, and beyond! 


The Oklahoma Video Game Exhibition 
is a gathering of collectors, video 
game enthusiasts, and vendors coming 
together to show, trade, buy, sell 
and have an incredible time! With 
great dealers like Atari Age, Trade-N- 
Games, and Vintage Stock bringing 
tons of great games there is definitely 
something for everyone! 


For more information please visit 
www.ovge.com and tell them 
Video Game Collector sent you! 


Sega Dreamcast Com 






























PlayStation 



scarcity of this PSt gem, 
it's cheaper and easier to 
just play real Lacrosse. 
Plus you could use the 



































PlayStation 


PlayStation/PSone Com. PlayStation/PSone Com. PlayStation/PSone Com. PlayStation/PSone Com. PlayStation/PSone Com. 



Ones To Watch - Original Packaging 


Original (Non-Groatesl Hits) PS1 Titles 
Although the trend to include new characters and 
other goodies in Greatest Hits re-releases is popular 
today, the re-releases of yore were usually identical 
to their initial releases aside from extra text and 
a shameful logo on the cover. Some of the most 
popular PS1 games were re-released in Greatest 
Hits packaging, effectively ending their collectible 
value. Until recently, that is, with even Greatest Hits 
versions of favorites like Final Fantasy VII. Castlevania 
Symphony of the Night, and Silent Hill bringing big 
money on-line. Demand from collectors who want the 
first releases in their collections is pushing prices on 
non-Greatest Hits versions even higher, and starting 
this issue, VGC has added entries for both original 
and Greatest Hits packaging for select games in the 
price guide. 
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PlayStation 2 Com 
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PlayStation 2 
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EARN MONEY PLAYING MU 

Earn monpy by playing diTorrm 
instrument* on busy 
street corners and tn nightclubs' 


NON-LINEAR GAMEPLAY! 

Make your thong playing in a band, 
farming orevon as a Trotmobfle 
arena fighter. The choice Is yours' 


CUSTOMIZE YOUR EXPERIENCE! 

Buy parts to upgrade and change 
the appearance of your Trotmobil*' 


EXCITING ME(HA ACTION! 


Play5tation.2 













PlayStation 2 



PlayStation 







































































FHILHDELFHIH 
□ctdbep an - as 


Philadelphia and the Valley Forge Convention 
Center will host America's VideoGame Expo 
2006. The Valley Forge Convention Center is 
just 10 miles outside of center city Philadelphia 
and less then 30 minutes from the Philadelphia 
International Airport. 
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Classic Sysiems 


300 Cont Cd-i Coni 


CoiecoVislon Coni 


Intelllvtsion Cont. 







































Classic Systems 


NeoGeoAESCont. Odyssey 2 TurtooGrafx-16 Corn. Vectrex VectrexCont. 



This gift is from_ 

□ New! One year subscription renewal! $12.99 
Time to renew your subscription? Check here! 
Start my renewal with issue # 

(available to existing subscribers only—new 
subscribers please use above section) 


Back Issues 


VGC #1 

□ $7 99 u s 

□ $9 99 Canad 

VGC #3 

□ Sold Out 

□ Sold Out 

VGC #5 

□ $7.99 U S 

□ $9.99 Canad 


VGC #2 

□ $7 99 us 

□ $9.99 Cam* 


Give Me Everything! 

Every issue of Video Game 
Collector' Back issues of #t-5 
(including the sold-out #3). and 


Shipping and Handling is 
FREE with all orders! 

Send check or money order to 

Video Game Collector 

PO Box 127 

St Charles. MO 63302-0127 

Order Total_ 

Your shipping address: 

Name_ 


□ $39 99 us 

□ $49.99 Canada 


State_Zip_ 

- _ _ J 


C *"SX 


Video Game Collector Order Form ^ 


Lots ol Video Game Collector goodness ci 
credit card on our websrle (www vgcollector com] but you can 
also send your money to us the old fashioned way We re slill 
glad to gel it and this handy order form makes it easier than ever* 

□ 1 Year Subscnption (US) $14.99 

Please start my subscription with issue #_ 

□ 1 Year Subscription (Canada) $19.99 

Please start my subscriplion with issue #_ 

New! 1 Year Gift Subscnption 1 Give the gift of gaming to 
someone you love or owe a favor to! 

□ 1 Year Gift Subscription (US) $14 99 

□ 1 Year Gift Subscription (Canada) $19.99 

□ Please start my gift subscription with issue #_ 

it is for 

Name_ 
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The Last Quarter 


Collecting Marquees 
| The Affordable Arcade Collectible 

"Bring the arcade home!" How often has this phrase been used 
by game companies to hawk an arcade port? For most gamers, the 
dream of owning an actual arcade machine remains just that. They 
are big and bulky, can cost hundreds if not thousands of dollars to buy. 
and are expensive to repair and maintain. But arcade marquees offer 
a stylish and affordable way to give your game room an arcade-feel 
while avoiding all the hassles of an arcade machine. 

A marquee is the part of the arcade machine that displays the title of 
the game. On Pac-Man for instance, it is where it says “Pac-Man" and 
features artwork of Pac-Man and the ghosts. They are also sometimes 
called headers, arcade headers, and arcade sign, but marquee is 
the most common term Detached marquees 
were once part of an arcade machine, but for 
different reasons were removed. Most of 
the time it is because the machine broke 
and it was used as spare parts, but other 
times it was removed because the arcade 
owner switched the game in the cabinet. As 
some games never had their own cabinets, 
the manufacturer would send a new board, 
side art and marquee. Another possibility 
for separate marquees is what is commonly 
referred to as New Old Stock, or NOS for 
short. These were replacement marquees that 
some arcade owners kept in case something 
happened to the originals. Since marquees are 
made of either plastic or glass and can break quite 
easily, they could simply install a NOS marquee 
and not leave a gaping hole on the machine. 

While some marquees can be rather bland 
only display the title (Taito was infamous for this 
a Front Line or Jungle Hunt marquee), many of them are works of 
art. Several present humorous cartoon work, and some even sport 
different shapes or designs. Dragon s Lair and Space Ace have odd- 
^^^^shaped marquees that feature beautiful artwork, and 
Pac-Mania is a 3D marquee featuring 

raised letters and Pac-Man 
character Bagman’s 
marquee a unique 
vanant that shows a 

^ ™ comic strip describing the 

mechanics of the game 
While marquee 

collecting has grown, it is still very much a niche market. 

Because there are only a small group of collectors, prices are quite 
reasonable, with most marquees going for under $20.00 before 
shipping. Frequently, several marquees will be auctioned off in a 
lot, and the average price will be a few dollars per piece. Although 
there are a few dozen marquees that will set you back anywhere from 
$50.00 to over $100.00. these prices tend to fluctuate, allowing patient 
shoppers to find bargains. The most sought after titles include Tapper, 
any of the Star Wars games, Dragon 's Lair, Space Ace. and Tempest 
While most classic game shows have at least one dealer selling 
marquees, and there are numerous websites that sell them, eBay 
has the largest selection available. However there are a few things 
to consider when buying marquees, especially on eBay The first is 
to first make sure it is an original and not a replica: Some of 
the more popular marquees have been replicated as 
replacements. While these are fine 
to look at, they have no 
collectible 

value. Most Is 
dealers will sa 
up front if it is 





not the original, but it never hurts to ask. Another important thing to 
consider is the shipping price. If you look at auctions on eBay you will 
see the cost to ship a single marquee will range from as little as $4.00 
to as much a^$25.00. Some marquees can be quite heavy and/ 
“ (especially the glass ones), causing them to be 

costly to package and ship. But sometimes it 
is dealers trying to gouge the seller to avoid 
paying eBay their fair share. eBay does not 
take a percentage of the money received for 
I shipping, so some sellers will charge a few 
dollars for an item that should sell for more, 
but charge ridiculous shipping charges to 
make up for the loss. So be sure to get an 
exact shipping quote before bidding, and 
ask how they are packing and sending it to 
ensure it arrives in one piece. 

, As with all collectibles, the better the 
condition, the more valuable it is Marquees 
are no exception. Some marquees have been trimmed to 
fit a different machine, and the best way to avoid this is to ask 
questions. Doing a little research also helps. If you can find out the 
exact size of the marquee, you can determine if it was trimmed or not. 
Also look for flaking paint or large scratches, and watch for marquees 
that had holes drilled into them so they could be hung up or so screws 
could be inserted. 

Once you begin 
purchase marquees 
you will most likely A 
want to display them 
They make great 
decoration, and with a little 
effort can be displayed^ 
without damaging them, r 
Hardware stores sell 1 
mirror clips that work great for hanging marquees. By 
putting two at the top and two at the bottom, you can easily slide the 
marquee in securely Granted it means putting holes in your wall or 
wherever you are placing them, but for those who want to display 
marquees without the hassle, they can easily be placed above a 
doorframe or window ledge. Just keep in mind that it is not the safest 
way to display them. 

From a collectible standpoint, the marquee market offers lots of growth 
potential since they are among the scarcest of video game collectibles, 
and only a finite amount exists. A typical arcade game may have had 
around 10,000 units manufactured, and lesser titles may have had 
only a few thousand units sold. Also, the number of actual marquees 
decreases each year when arcade machines are thrown out, or are 
destroyed in shipping accidents, fires, floods or other natural disasters. 
As video game collecting continues to grow, more people will be looking 
for unique items for their game rooms, and marquees fit that bill. 

Marquee collecting is a great and affordable way to bring the arcade 
experience home. There is a wide variety to choose from and the prices 
are, for the most part, very reasonable. They are a limited collectible 
that has plenty of room for growth and also double as artwork. Besides, 
which would you rather have displayed on your wall, a Crazy Climber 
marquee or a painting depicting a basket of fruit? 



- Tom Zjaba 











Our store carries 1000’s of games, systems and accessories for ANY platform 
front early Atari up to modem systems like PS2 and Xbox! We even PUBLISH 
new games for classic systems! You can also meet, greet and discuss on our 
J2 Message Boards! And coming soon, value your collection with our own J2 
Rarity Guide, view our searchable image and video galleries, post to our J2 
Hi-Score boards. J2 Wishlists and an area to buy/sell/trade your own games! 
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RPG goodness! 
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Language HH 

Mild Fantasy Violence 

GAME BOY advance 
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